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RULES OF THE RING 


Royal Rumble® provides a wide variety of ways 
to wrestle, ranging from the standard one-on-one 
one-fall match to the 12-man Royal Rumble*, each 
with its own rules, regulations and goals. 


A One-On-One one-fall match pits two wrestlers 
against one another. The object of this match is to 
pin your opponent for a three-count administered 
by the referee. Because wrestlers are in peak 
physical condition, this can often be hard to do. 
Before they can be pinned, they must be worn out. 
Accordingly, a strength meter is displayed on- 
screen for each wrestler, depicting exactly how 

STRENGTH METER much strength 
he has left. 
The lower his 
& energy level, the 
more likely itis 
that you will be 
able to pin him. 
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___ ATag Team one-fall match pits one team of either 

Bris two or three wrestlers against another of the same. 

___ Rules are similar to the one-on-one one-fall match, 

a wrestler can tag a teammate to replace 

: ring. Additionally, the player outside of the 


is able to hit or grab an opponent within the ring. 
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without a referee. Anything goes. Allillegal moves 
ed, and there are no pins or disqualifications! 


tion of opposing | : 
og a th is random. 
nn re mA, Pal G if 
The majestic | ”, the most grueling 


test of wrestling skill ever devised, begins with two 
wrestle! the ring. Wrestlers enter the ring at regular 
ia __ intervals until six men are in the ring. When one wrestler 
| _ is eliminated by being thrown out of the ring, the next 
wrestler in Position enters the fray. Once the 12th man 
has entered the ring, the match continues until only one 
wrestler remains. He is the Royal Rumble® champion! 
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MOVES AND MANEUVERS 


Before you can win the World Wrestling 
Federation’s Title, you must learn the art of wrestling 
from the ground up. Once the basic ground moves 
and grapples have been mastered, you can perfect 
the difficult aerial moves and eventually the special, 
unique moves of each wrestler. Only when all these 
have become second nature can you begin 

your quest of the World Wrestling 
Federation's most coveted honor 
5 in earnest. 
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MOVES AND eg eS 


One of the most important and exciting 
events in a wrestling match is the grapple. The 4 
grapple is the essence of wrestling, as the two = 
combatants vie for control against each other, 
using all of their strength and speed to force 
their opponent into submission. 
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To lock your opponent in a grapple, press = 
the X BUTTON while you are both standing. © 
The wrestler who is leaning forward during = 
the grapple is the man in control 
of his opponent. When Nas a t=] 
grapple meter = 5 
will appear over 
the wrestlers, 
indicating the 
direction and 
degree of con- 
trol. When domi- 
nating in 
the grapple, you 
have six options, 
each of which 
requires a certain degree 
of dominance to achieve: 
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_ ina grapple, hit any | button 
_ repeatedly. If you are being 
controlled in a grapple, the 
A BUTTON will enable you 
to break out of the grapple... 
ifyou have enough strength. 
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MOVES AND MANEUVERS 


Aerial moves are another exciting element of a professional 
wrestler's repertoire. They are much more difficult to master 
than simple kicks and punches but are well worth learning 
because they are some of the most effective and punishing 
maneuvers in the sport. 


To hip-toss your opponent, press the B BUTTON while you 
are standing and your opponent is running. 

To deliver a dropkick, press the A BUTTON while you are 
standing and your opponent is running at you, or press the B 
BUTTON while you are running and your opponent is standing. 

To clothesline your opponent, 
press. the X BUTTON while you 
are standing and your opponent 
is running. 
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MOVES AND MANEUVERS 


Each wrestler in the World Wrestling Federation demonstrates 
his own unique style and personality. These personalities influence 
everything from outfits to wrestling 
styles, but where these personalities 
are often best reflected is in the 
special “signature” moves that each 
wrestler perfects. From Crush’"s 


special 
moves 


“Cranium Crunch” to Bret Hart™s “Sharpshooter,” each wrestler’s 
special move is like a trademark, identifying him to the wrestling 
world while inspiring fear and respect from his opponents! Master 
each wrestler’s special moves for the ultimate World Wrestling 
Federation matches! Each can be used only when inside the ring 
and only when your opponent is worn down. 

The signature move of ring legend Macho Man Randy Savage™ 
is the "Flying Elbow Smash!" To execute it, climb the top left or top 
right turnbuckle and press the R BUTTON when your opponent is 
lying in range. 

Mr. Perfect™ has devised the “Perfect-Plex” suplex as his 
ultimate maneuver. To use it, press the R BUTTON out of the grapple. 

The Undertaker™s “Tombstone" piledriver arises from his 
macabre obsession with death. Press the R BUTTON out of the 
grapple to use it. 

Bret “Hit Man” Hart™ displays his skill, strength and “excellence 
of execution” with his “Sharpshooter.” To execute it, press the R 
BUTTON while standing at the feet of a fallen opponent. 
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Crush the Hawaiian strongman) prefers to use his brute strength to 
rally crush his opponent's head with his p: “Cranium Crunch.” ‘| 


Press the R BUTTON while standing behind a stunned opponent to put 


_ the Crunch on him. 
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illion Dollar Man Ted DiBiase” the richest man in the World 
Vv restling Federation, u uses the “Million Dollar Dream” sleeperhold 
to put his own brand of financial constraints on his opponents. To use 
it, stun your opponent, walk behind him and press the R BUTTON. 
“Carbo Razr Ramon ™ is rarely seen without his toothpick. He 
has dubbed his special move “The Razor's Edge." Press the R BUTTON 
__ out of the grapple to use it. , 
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MOVES AND MANEUVERS 
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If you're an 
honest scientific 
wrestler who 
sticks to the 
rules and enjoys 
honest competition, please skip this section. But if 
you're the kind of wrestler who seeks any advantage, 
without regard for the rules or for the safety of your 
opponents, read on. There are moves that have 
been banned in standard World Wrestling Federation 
matches because of their injurious effects on their 
victims. These illegal moves can be used in the ring 
during the referee-less Brawl and Royal Rumble® 
matches, but a referee will always prevent you from 
using them when he’s watching! These moves are 
the eye gouge and the chokehold. 


To gouge your opponent's eyes, press the L BUTTON 
when both you and your opponent are standing. 
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To use the chair outside the ring against your 
opponent, press the X BUTTON to pick it up or put 
it down, and the A, B or Y BUTTON to use it. 
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QUICK REFERENCE CHART 
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BOTH punch/ 
WRESTLERS tag team- 
STANDING mate 


YOU CONTROL bodyslam headbutt 
OPPONENT IN 
GRAPPLE 


OPPONENT bust out 
CONTROLS YOU 
IN GRAPPLE 


YOU'RE elbowdrop stomp or 
STANDING, or big kneedrop 


OPPONENT IS splash 
LYING DOWN 


YOU'RE hip-toss dropkick 
STANDING, 

OPPONENT IS 

RUNNING 


YOU'RE dropkick 
RUNNING, 

OPPONENT IS 

STANDING 


YOU'RE flying 
RUNNING, elbowdrop 
OPPONENT IS 

LYING DOWN 
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(illegal) 


(only when 


pinning) 


chokehold 
(illegal) 


try to 
gain 
control 
roll off 
(only when 
pinning) 
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STRATEGIES TO REMEMBER 
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© Keep an eye on your strength meter... 
particularly in tag team matches where 
you want a fresh man in the ring at all times. 


© Work on combinations: That is, follow 
up one move very quickly with another 
move. This way, you don't give your 
opponent a chance to catch his breath... 
or you off-guard! 


Wait for the appropriate time to launch 
an aerial attack: You want your opponent 
weakened enough so that he doesn't roll 
out of the way and gain an advantage 
while you're down! 


Royal Rumble” matches are extremely 
dangerous: Watch your back, and beware 
of double-teaming! 


Man is incredibly skilled... This 
Calgary, Alberta, Canada, native 
has held the World Wrestling 
Federation Title, the 
Intercontinental Title 
and Tag Team Title... The 
“Sharpshooter" is the 
hallmark of a style 
he calls 

| “excellence 
X of execution.” 


—_— 


(flair 


RIC FLAIR™ stands 

.; 5111” and weighs 239 
pounds... A native of 
Charlotte, North Carolina, 
the “Nature Boy” is a two- 
time World Wrestling 
Federation Champion... An 
excellent ring strate- 
gist... Many say he’s 

the craftiest veter- 

an in the sport 

today... Uses the 
“Figure-Four. 

Leglock" as his 

finishing maneuver. 
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NOTES 


LJN, LTD. LIMITED WARRANTY 


LUN, Ltd. (LUN) warrants to the original purchaser only of this LJN software product that the medium on which 
this computer program is recorded is free from defects in materials and workmanship for a period of ninety (90) 
days from the date of purchase. This LJN software program is sold “as is," without express or implied warranty 
of any kind, and LJN is not liable for any losses or damages of any kind resulting from use of this program. LJN 
agrees for a period of ninety (90) days to either repair or replace, at its option, free of charge, any LIN software 
Product, postage paid, with proof of date of purchase, at its Factory Service Center. Replacement of the game 
pak, free of charge to the original purchaser (except for the cost of returning the game pak) is the full extent of 
‘our lability 

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void 
if the defect in the LUN software product has arisen through abuse, unreasonable use, mistreatment or neglect. 
THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR 
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE LUN. ANY IMPLIED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED 
ABOVE. IN NO EVENT WILL LUN BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS LIN SOFTWARE PROD- 
UCT. 


‘Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of 
incidental or consequential damages so the above limitations and/or exclusions of liability may not apply to you. 
This warranty gives you specific rights, and you may also have other rights which vary from state to state. 

This warranty shall not be applicable to the extent that any provision ofthis warranty is prohibited by any federal, 
state or municipal law which cannot be pre-empted. 

Repairs/Service after Expiration of Warranty- If your game pak requires repair after expiration of the 90-day 
Limited Warranty Period, you may contact the Consumer Service Department at the number listed below. You 
will be advised of the estimated cost of repair and the shipping instructions. 

LUN Hotline/Consumer Service Department (516) 624-9300 

Marketed by LJN, Ltd. 

Distributed by Acclaim Distribution Incorporated, 71 Audrey Avenue, Oyster Bay, N.Y. 11771 

COMPLIANCE WITH FCC REGULATIONS 

This equipment generates and uses radio frequency energy and if not installed and used property, thats, in 
strict accordance with the manufacturers instructions, may cause interference to radio and television reception. 
It has been type tested and found to comply with the limits for a Class B computing device in accordance with 
the specifications in Subpart J of Part 15 of FCC Rules, which are designed to provide reasonable protection 
against such interference in a residential installation. However, there is no guarantee that interference will not 
occur in a particular installation. If this equipment does cause interference to radio or television reception, which 
can be determined by turning the equipment off and on, the user is encouraged to try to correct the interference 
by one or more of the following measures: 

+ Reorient the receiving antenna. 

+ Relocate the Super NES with respect to the receiver. 

+ Move the Super NES away from the receiver. 

+ Plug the Super NES into a different outlet so that the computer and receiver are on different circuits 
\fnecessary, the user should consult the dealer or an experienced radio/television technician for additional 
suggestions. The user may find the following booklet prepared by the Federal Communications Commission 
helpful: How to Identify and Resolve Radio-TV Interference Problems. This booklet is available from the U.S. 
Government Printing Office, Washington D.C. 20402, Stock No. 004-000-00345-4. 


&The WWF logo, World Wrestiing Federation and Royal Rumble are registered trademarks of TitanSports, Inc. © 1993 TitanSports, 
Inc., All ights reserved. All other distinctive character names, likenesses, titles and logos used herein are trademarks of 
TitanSports, Inc. Nintendo, Super Nintendo Entertainment System and ihe official seals are registered trademarks of Nintendo of 
‘America Inc. © 1991 Nintendo of America Inc. LJN" is a registered trademark of LJN, Lid, © 1993 LIN, Lid. All Rights Reserved, 
LIN, Lid. 1 Spring St,, Oyster Bay, NY 1171 

Super High Impact” ©1991,1992 Midway Manutactuing Company. Sega" and Genesis” are trademarks of Sega Enterprises 

Ud, Arena Entertainment” is a trademark of Arena Entertainment. ©1992 Arena Entertainment. All rights reserved, 


Super High Impact for Super NES™ has all the fast-paced action of 
the BUTTON-POUNDING ARCADE SMASH! Choose from 18 hard-charging 
teams and over 30 plays! “Yer Toast’ if the HIT-O-METER rates your tackle 
“Dweeb’, but you can settle the score with an all-out team brawl! 

‘Stop watching from the sidelines ... this is real BONE-CRUNCHING 


football action!! 
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Marketed by Acclaim Entertainment, Inc. Distributed by Acclaim Distibution, Inc. 71 Audrey Avenue, Oyster Bay, New York 11771, 
PRINTED IN JAPAN 


